// ----------------------------------
// RSDK Project: Scout
// Script Description: Chippit Object
// Script Author: Christian Whitehead
// ----------------------------------

private alias object.value0 : object.timer
private alias object.value1 : object.mainY
private alias object.value2 : object.oscOffset
private alias object.value3 : object.collectAccelX
private alias object.value4 : object.collectAccelY
private alias object.value5 : object.targetPlayer

private alias 0 : STATE_FLOATING
private alias 1 : STATE_COLLECTED
private alias 2 : STATE_DROPPED

public value exampleValue = 2;

public table exampleTable
	0x202080, 0x4040A0, 0x6060C0, 0x8080E0
	0x404060, 0x6060A0, 0x8080E0, 0xA0A0E0
	0x606040, 0x8080A0, 0xA0A0E0, 0xC0C0E0
	0x808040, 0xA0A0A0, 0xC0C0E0, 0xE0E0E0
	0xA0A040, 0xC0C0A0, 0xE0E0E0, 0xE0E0E0
	0xC0C040, 0xE0E0A0, 0xE0E0E0, 0xE0E0E0
end table

event ObjectUpdate
	
	switch object.state
	case STATE_FLOATING
		// Bob the chippit up and down
		object.angle = oscillation
		object.angle <<= 4
		object.angle += object.oscOffset
		Sin(object.ypos, object.angle)
		object.ypos <<= 8
		object.ypos += object.mainY
		
		// Interact with Player
		foreach (TypeName[Player], currentPlayer, ACTIVE_ENTITIES)
			
			// Did the player collide with the chippit?
			BoxCollisionTest(C_TOUCH, object.entityPos, -8, -8, 8, 8, currentPlayer, C_BOX, C_BOX, C_BOX, C_BOX)
			if checkResult == 1
				
				object.state = STATE_COLLECTED
				object.priority = 1
				object.drawOrder = 4
				
				object.targetPlayer = currentPlayer
				
				Print("Chippit Collected: ", false, false)
				Print(object.entityPos, true, true)
				
				object.yvel = 0x20000
				
				if player[currentPlayer].direction == FACING_RIGHT
					object.collectAccelX = -0x1800
					object.xvel = 0x20000
				else
					object.collectAccelX = 0x1800
					object.xvel = -0x20000
				end if
				
				object.collectAccelY = -0x2800
				
			end if
			
		next
		
		break
		
	case STATE_COLLECTED
		currentPlayer = object.targetPlayer
		
		object.xvel += object.collectAccelX
		object.yvel += object.collectAccelY
		
		object.xpos += object.xvel
		object.xpos += player[currentPlayer].xvel
		object.ypos += object.yvel
		
		if object.outOfBounds == true
			object.type = 0
		end if
		break
		
	end switch
	
	// Animate the Chippit
	object.frame = object.animationTimer
	object.frame >>= 2
	
	if object.animationTimer == 24
		object.direction ^= 1
	end if
	
	object.animationTimer++
	object.animationTimer %= 40
	
end event

event ObjectDraw
	DrawSpriteFX(object.frame, FX_FLIP, object.xpos, object.ypos)
end event

event ObjectStartup
	
	LoadSpriteSheet("Global/Items.gif")
	
	// Chippit Frames
	SpriteFrame(-8, -8, 16, 16, 1, 1)
	SpriteFrame(-8, -8, 16, 16, 1, 18)
	SpriteFrame(-8, -8, 16, 16, 1, 35)
	SpriteFrame(-8, -8, 16, 16, 1, 52)
	SpriteFrame(-8, -8, 16, 16, 1, 69)
	SpriteFrame(-8, -8, 16, 16, 1, 86)
	SpriteFrame(-8, -8, 16, 16, 1, 69)
	SpriteFrame(-8, -8, 16, 16, 1, 52)
	SpriteFrame(-8, -8, 16, 16, 1, 35)
	SpriteFrame(-8, -8, 16, 16, 1, 18)
	
	foreach (TypeName[Chippit], arrayPos0, ALL_ENTITIES)
		
		// Store the starting Y Position for bobbing up and down
		object[arrayPos0].mainY = object[arrayPos0].ypos
		
		// Calculate the oscillation offset based on Chippit's
		// X Position in the stage
		object[arrayPos0].oscOffset = object[arrayPos0].xpos
		object[arrayPos0].oscOffset >>= 14
		object[arrayPos0].oscOffset &= 511
		
		// Randomize the starting frame for variation
		Rand(object[arrayPos0].animationTimer, 10)
		object[arrayPos0].animationTimer <<= 2
		
	next
	
end event

event RSDKDraw
	DrawSprite(0)
end event

event RSDKLoad
	LoadSpriteSheet("Global/Items.gif")
	SpriteFrame(-8, -8, 16, 16, 1, 1)
end event